Design Process - Storyboarding

e Information Design - What is the product? Product definition, audience and
environment, market research, planning the project, organize the content.

e Interaction Design - How should it work? Design the navigation, types of interaction
and controls and develop a working storyboard.

e Presentation Design - What it looks like. Design the style, layout and produce a
prototype. Presentation design is where the 2D Designer and Art Director start producing
digital results.

Design dos and don'ts

Do

e Create a grid for your layout

e Select your fonts to work sympathetically with your text content and design

e Split a page into two or three columns (if using A3 sized paper) so that the reader does not
have to scan a wide stretch of text

Line up text and graphics so that there aren't too many 'ragged’ edges to your page

Use graphics to enhance your design and to support your content

Create templates without any content to speed up page formation in later sessions

Use rule lines to separate different content sections of a page

Worksheet

[ T——

Worksheet

T Brrs Mtk

Page divided into two Page divided into two Page divided into three
columns. Graphics used to columns. Graphics and text columns.
enhance the design. lined up so there aren't

ragged edges.
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Don't

e Don't use more than three fonts (typefaces) in any one page.

e Don't make the point size of your fonts too small to read (below 9pt requires more
concentration by the reader)

e Don't use too many columns

e Don't place pictures and text in a haphazard manner

e Don'timport dark graphics if you want to photocopy your sheets (the photocopier will
reproduce the pictures as ‘clogged up' black images)

CETR SRR e e

Worksheet o Worksheet

Teachors Moter

Don't use too many type Don't make the point size of Don't use too many columns.
faces, anymore than three your font too small to read Five columns is ideal for a
would be confusing. (below 9pt requires a lot more listings magazine but not

concentration by the reader). suitable for a worksheet.
Don't place graphics is a
haphazard way.
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Ideas for multimedia screen design

Hypertext

Clickable words can beindicated quite
subtly: thereis noneedto undedine
them.

Boxes and white space
Lsing ample space to separate
infornation allows the eve ta
concentrake onthe mak erial.
Putting boxes around bhings
would simply create clutber.

Capital letters

CAPITALS shouwld onlv be usedfor
titles and labels -and not alwayws then.
Mixedcasetextis betterfar
continuous reading.

MODBEL CLLUR
12 members

L introwdnctory desqription alloms
the receder i xkim if fared move o,
or reodd more et

Cecil Street School

Thus texi tells thie stoly of this
soreery [ should be dritien
simple language. Te 1 shonld be
seantahle 1 othter worcs 18
should be broket uilo amall chamnks
wineh use headings, large type
tghli ghting. stmple lists and
cuaptons, 5o that users can quickly
idenidy e parts they Wt 1o read

Readers are less walling 10 read 1ex)
contintotsly ol screer tian they
afe from paper; Stmple direct
langiage 18 prefemed to lengthy
dhsacisi on

A caplion can give specifie nfor
about this photure such as who appears in

Hancders of on-screen text HEe 1 (o
b comeze and [or one |-l1I:|,,' T 111
onie scroen mther than cemving
over HyperteXt i uselul i
allowing users to choose 10 40

mione i orjmation if they wish. A
word, phirlse of (v cure cim be
made activie 80 11 hnks o more

r"‘;!_:

the photograph  s#te

ul comation on the some or o ped ated

loguic

Bl i e il € g Wi @ T oy BOUEL hdbw
o rme nittons and hovw L0 Tind T ngs

QuIT

INDEX | -...,q.; | iz

Text sizes

This screenis forviewing by someone
seatedal the computer. Though some
Fext hereis verysmall, it would still be
readable in small quantities when
displayed full-screen [the example has
beenreducedior display onthe
Interet]. The captions are only 9-paint.
Srnaller than 13-paint fant siz e can mak e
contitiuous reading diffic ulk.

Fonts and styles

Three fonts are usedin the screen shown:

anyrnore would be confusing. All of the
rnait ket is Tirmes font in diff erent skyes
[plain, bald and bald4talic], and soisthe
headline.

Icons

LIz e farniliaric ons where
appraptate, but usetext labels
if they express the meaning
rriare cleary.

Text alignment

Lseleft alignment unless thereis
areasonto doathersise. For
screen-based work, donot use
justified bext - presentation and
rnultirn e dia software usually does
it very badly, leading to gaps and
ugly word-spacing.

Grids and alignments
Asitnple gid helps structure the
design. Here the main content is
zetinthree columns. The more
objects are alighed with each
other, the greaterthe sense of
organisakion.

Group and separate
k.eepinforrnation abaut interacting
withthe screen separate fromthe
content, and diff erentiake it visually.
Put relakediterns togetherin clusters,
clearly separated fram ather pats.

Yhen in doubt - leave it out!

Ayaid clutter. Onthis screenthere are
roughly sever things tolook at: thisis
enaughfor eitheradulk or child users.

Text on backgrounds

Text should belight ar a dark

back ground or dark onlight. Don't rely
on colour differences alone to mak e
text stand out, Oweer pictures and
Fextures only use sitnple fonts: fancy
fonts are difficult toread. Alsa, fancy
fonts are not suitable for continuyous
readitg.
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Design

1. Typography

We read by fixing our gaze on a small portion of text for a fraction of a second, then
saccading to the next fixation point. Understanding the fixation and saccade (rapid intermittent
eye movement) mechanisms will help you to make effective use of type. It is important to
decide when serif and sans serif typefaces are appropriate, and relate this choice to display
technology.

Spacing the characters in typeface,

Comparing the readability of ragged and justified type,

Choosing a line length,

Deciding whether to translate the concepts of page composition in conventional media into
the concepts of new media.

2. lllustration

Technical subject material, and nontraditional presentation media, have strained the craft and
the art of illustration during the last decade. Good choice of:

e line weight,

e typeface, type size,

e shading, color.

3. Information design

How the principles of perception and reproduction explained before are combined with the
classic elements of visual design: ground, shape, size, texture, and type. Using examples
from graphical user interfaces, web pages, three-dimensional interfaces, and other emerging
interfaces, identify techniques that work and techniques that don't work; explain the reasons
for their successes and failures.

Interaction Concepts

1. Complex system with real-time interaction as human factors

Primary Interaction Mode: A person is playing a part in controlling a complex realtime system.

The interface is designed to provide information and control possibilities that are suited to the

limitations of human performance and the demands of the task.

e Airplane Cockpits

e Integrated systems (e.g., air defense)

2. Batch processing

Primary Interaction Mode: A user prepares data off line, submits it for a "run", and is given

back an off line version of the results. Cycle time can be short but in many installations was

hours or days.

e This was the primary computer use mode in the 60s and early 70s

3. Dedicated function interfaces

Primary Interaction Mode: Depends on the specific application. The interface has special

devices, structure, and interaction potentials that are tailored to the task.

e Early research (e.g., Sketchpad)

e Original educated word processors with typing metaphor

e Interactive games

¢ Information appliances - special purpose small computing devices (e.g., TV/VCR
controllers)
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4. General purpose time sharing or interactive OS

Primary Interaction Mode: Alternating turns of typing (in standard character set) by user and

system. User gives commands and system produces results, and/or system asks for data and

user provides it. Can have elaborate languages for what the user can type, with

corresponding flexibility in what is being controlled.

e Conversational Interaction

e Also for DOS and the like on personal computers

e Interactive command line

5. Screen-based interaction

Primary Interaction Mode: Machine provides a pre-planned structure (often branching) of

screens with blanks to be filled in and menus that offer options to go to other screens. User

fills in the blanks, use menu to go to other screens.

e Common in data entry, service jobs, etc.

e Multimedia - adds preprogrammed animation, video, audio

e Includes "click and chirp" exploratory environments for kids

e Most Web pages, including most uses of forms and Java

6. Graphical User Interface (GUI)

Primary Interaction Mode: User initiates applications to create and modify complex objects

(documents, spreadsheets, email messages, graphics, etc.) using pointing and menu

selection.

e Windows, Icons, Menus, and Pointing (WIMP)

e Today's standard interface - Mac, Windows, Motif, NextStep, etc.

e Pen-based interfaces are a variant on this, replacing typing with handwritten character
recognition while retaining the other elements

7. Multimodal Interactions

Primary Interaction Mode: User combines natural interaction modes, such as speaking,

gesturing, and WIMP elements, System responds in a "natural" way (based on how a person

might respond to similar behavior).

e GUI elements

e Speech

e Gesture

8. Virtual Reality

Primary Interaction Mode: User is in an immersive visual (and sometimes auditory)

environment that mimics being in a physical space. Input to the computer includes physical

motions of the body, hands, etc., trying to correlate with the way that natural physical motions

would affect the virtual space.

e Immersive display

e 3-D Physical input

9. Intelligent Agents

Primary Interaction Mode: User interacts with the computer as if with a human, often with

natural language, and with the expectation that high level and potentially vague or ambiguous

requests will be responded to intelligently.

e Natural language

e Coaching

e High-level instructions
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Interactive Multimedia Processes

Stages of creating an interactive multimedia program are:
e Concept and Planning

e Design

e Prototype

e Production

The best advice about these processes is that planning is essential, and that you need to
allow plenty of time for testing your concepts and prototypes on real users to make sure that
your project is going to work. And KISS - "Keep It Super Simple".

Concept and Planning

You have the beginnings of an idea. The Concept and Planning stages are where you:

e Define your user and target audience, and what their needs are. This is important for
determining the content style, interactivity and information in the program.

e Try out a very small demo or "proof of concept” with potential users to see if the idea
works.

e Scope (study carefully and in detail) the project based on your idea, to see if its feasible.

e If the project is realistic within the available resources, commence planning and organizing

the project.

Design

The design of a program is usually a collaborative effort, because each team member brings
a particular expertise that is necessary for a wholeness of approach, balancing the all
technical, creative and information needs.

The purpose of the design phase is to determine the structure, function and form of the key
elements of the program, before committing resources to creating the work.

There is more to design than merely choosing colors or making a button. In order to create a
successful interface and interactive experience the design must progress through a process
of analysis, planning and specification.

The final outcome of the design stage should be a flowchart or storyboard, a script for each
scene in the program, and possibly layouts or descriptions of style.

Prototype

Prototyping involves creating and testing a part of the project, usually for the purpose of
refining the design. Because the aim of prototyping is to refine the ideas and design of the
project, things are usually changed after tests with users, so it is wise to avoid spending too
much time on content for a prototype. Often prototypes are samples of screens with limited
interactivity, or low quality media, just to get the idea across.

The process of design, prototype, evaluation, redesign may be repeated several times to
refine and improve the product before committing to production. Final specifications and
scripts are drawn up before production.
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Production

It is preferable for all the design processes to have been completed by the production stage.
The Content Editor provides completed content and resources which are structured by the
Programmer.

Once the program has been completed, there is a stage of Technical "Bug" testing to ensure
that all the content has been included and that the programming works in all the required
scenarios and machines.

Depending on how the project is delivered, if the program is a CD-ROM it is then replicated
and distributed, and that is the end of the project. If the project is a Web page, it would be
launched, and then that is just the beginning... there is usually a component of ongoing
maintenance and updating in web pages.

Storyboarding
Multimedia data elements:

e Text The design process - assuming that an ° 'identity
. design® exists and that ™ "implementation® will surely
e Facsimile (or fax) follow ...
e Document images e e kit
.. W 18 e
° Photographlg |mage§ [ m;:::u" Define the product and audience,
e Geographic information system maps : nl:#n- th'-: project, and arganize
: ) | the content,
e Voice commands and synthesis Dediverabis: Fovwchart
e Audio messages iaracion Henw shouicl it wark?
e Music [kesign Design the navigation, bypes of
] mieraction, and controds, and
e Graphics ‘ map these,
e Moving graphics (animation) _ : MANCSERING:. iR
e Full-motion stored and live video | P How should it look?
S \, . Define the sthyie and layout of
* HOlographIC Images the elements in the storyboard,
e Fractals and produce .,

Deliverable: Protobype

Production Storyboard
The production flowchart provides a roadmap of events. The storyboard takes the roadmap
and combines them into a detailed description of the final product.

- a - .

R The storyboard contains
Rl m information on graphics, video,
sound, text, audience

“ m m awews | interaction, color, type fonts,

type size, etc. In other words,
_ : everything necessary for crew
[ Mt [ [ I | St Anaar | members involved in
= production to do their jobs.
Again, it doesn't have to be a
Widea Poul !
m m s el m work of art. It needs to be

detailed enough so each crew
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member knows what to do and there is a clear picture of what will be happening throughout
the whole program and exactly what it will look like.

There are several storyboard formats that you can use for your project. You may choose the
one that best suits your needs or make up your own. No matter which storyboard format you
choose, the following information must be included:

e A sketch or drawing of the screen, page, or frame.

Color, placement, and size of graphics, if important.

Actual text, if any, for each screen, page, or frame.

Color, size, and type of font, if there is text.

Narration, if any (Narration or text for individual storyboards may be written on a separate
sheet of paper, but you must reference the corresponding storyboard number).
Animation, if any.

Video, if any.

Audio, if any.

Audience interaction, if any.

Anything else the production crew needs to know.

Production Storyboard Checklist

e There is a storyboard for each page, screen, or frame.

e Each storyboard is numbered.

e All relevant details(color, graphics, sound, font, interactivity, visuals, etc. are indicated.

e All text or narration is included and cross referenced with its corresponding storyboard
number.

e Each production team member has a copy or easy access to a copy of the storyboards.

Production Storyboard Examples

As was true of the flowchart, the storyboard does not have to be a work of art. Graphics can
be hand drawn. The idea here is to give the production team enough information so each
member can take the storyboards and begin to develop his/her portion of the final product.

For instance, the "Understanding Your Automobile" storyboard team didn't need to make a
perfect drawing of the car. The team just let the graphic artist know that the car should be red
and sporty-looking so he/she wouldn't draw a gray sedan or some other kind of car that didn't
fit the approach being used.

Below are examples of different layouts on could use for storyboarding, using our
"Understanding Your Automobile" as an example. We have, by design, not made these look
very "beautiful” to again emphasize that these are planning documents. You may also want to
look at a blank template that you can print and use for your storyboards.

Sabanci University - FASS - Introduction to Multimedia / Instructor: Murat Germen 8



Objecthe £

-~
Sroeybeacd #_J ol M3

IL,.{ i o o= A @ hﬂ

Storyboard Example 1
The upper part shows a layout of the
screen. The two middle boxes provide

space to describe the interaction of buttons

and text fields. Comments are added to
detail the color scheme, text attributes,
audio, and details for the programmer.

Storyboard Example 2

In this example, you see two screen

—= representations, one for the computer and
i 1 one for a second screen that would detail a
adthme sl Lol t shen video (this was typical for multimedia where
Caaf bt ) A i
mga;::;m_u.i.___ Bigdasted | oh bl video was shown on an external device
such as a VCR or a laser disk player).
Bsehground Mame .
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This example provides a larger area for

hao et the representation of the computer

w = ams SCreen, but provides plenty of room for

- s as describing what is needed. By having

“eer. .~ these areas on both sides, the

Moo bue- storyboard artist can also use arrows to

s s |INK descriptions to parts of the screen.
_ It is not always necessary to attach the
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Flow Chart

The production flowchart is a visual representation of the sequence of the content of your
product. It shows what comes first, second, third, etc. as well as what your audience will do, if
anything, and what will happen when they've done it. A completed flowchart organizes your
topics, strategies, treatments, and options into a plan from which you can work out the details
of what each screen, page, frame, or shot will look like.

Essentially, it is a working map of your final product. The flowchart is not created in stone. It
will probably change as you work through all of the details of your final product.

Below are some symbols commonly used in flowcharts and a checksheet for you to use as a
guideline.

Start and End
This symbol is used to indicate both the beginning and the end of
your program.

L 4

AaER U |

\

Decision
vex  This symbol is used when there is interactivity between your audience
and the program. It is usually in the form of a yes/no gquestion, with
branching flow lines depending upon the answer.
g

Place Marker
This is a place marker. If you have to go to another line or page with

Graphic/Text
This symbol indicates individual content for screens, pages, or frames.

your flowchart, this symbol is numbered and put at the end of the line or
page. Itis then used at the beginning of the next line or page with the
same number so a reader of the chart can follow the path.

Production Flowchart Checklist

e All major elements of the project are indicated.

The elements are clearly labeled.

Sequence of elements is clear and there are no gaps or dead ends.
Sequence of elements is logical from user's point of view.
Flowchart symbols are used correctly.
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Visual Storyline/C ontent Script

To uze the phone network, irsttake the phone offthe hook,

ABIET (DIAL TONE)
Aol i;

then, bootthe computer by pressing the button on the side.

AUBIC 2. B aan with POWER UP)
AUDIS 1:

Aderthe prompt appears on the screen,

ALUMO 2:

Level 2

Vo
Windows
Level 1 Chp 1.1 Chp 1.2 Clip 1.3
Main Screen Topic 2
To Topic1 E ' Textt1 c
To Topic 2 E jTﬂIE 8
To Topie3 E |
Exit m * Return = Tent 2.1 Texl 7.2
Topic 3
G i
Graphic ':F;L: (B
ar Vidss
Windaw
Retum 0 G330
b A

G 3.1
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Introduction to ITVY (clip #1)

H... You kmow, e been

watching telewsion forwars,

bt interactive talevsion is
nemto me. [d like to show
o some ofthe things e
leamed about it

The drstthing lleamed is
that it's notthat difierent
fomwhat lwazuzedto.

Wideo Marrstion Motes Audic
-fade up ta live action ...
Clase up ofsteam... Egml
T ' saunding
I | music,
ums out
‘ to be the
! sound
Tomthe
T
' _rizing fomthe personalized cofies I E-:J.g iigg‘?:)ig ﬁiﬁiﬁ:
oIp-- . connecton thatthe name
ofthis namatoris
"Grandpa".
|
| I
-then pull backto medium shot of Twi= haowing a non- Walume
namator sEanding nestto the T holding disiracting broadeast Tw of T
hiz"Grandpa” cofies mug in one hand and program. soundirack
the MM remate in the other. Mamataor i=raduced
hasjuzt changed channels as camera when
mowesin. 14 narrator
—— —— starts
talking.
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Storyboarding

e Detailed, annotated sketch of each
section of your presentation

¢ Includes sufficient detalil to allow editors
to create your project.

e Should be a storyboard for each major
screen type.

e Traditionally was done by hand, mainly
because the technology was not used
by creative persons

e Most is done with computers now

¢ Fine details and implementation usually
done by technical experts.

Storyboard Importance

Essential in any presentation-type application

Lets you see if your presentation is accurate and complete
Shows what resources are needed

Template for collaborators

Integration of design
How various components you create work together, and with your interface?

The following is
an overview of
the pages for

Title: The Planeis Menu Page 2 of 8

Content Description :
Venus Mars — 5 : the planets
o to Venus page o to Mars page ac Image: Collage o
(9 hage) (9 hage) laneis (Mercury, Mars, Venus, Storyboard'
upiter, Saturn) - Mote that buttons
Click to select a be placed on top of planets.
planet Background Music: none

Interactive Buttons: hot spots or
Mercury Jupiter captioned buttons

{go to Mercury page) {go to Jupiter page]

Done Saturn
(go to Exit page) (go to Saturn page])
Comments: DMan Menn - user can mioeee back and forth from pages on each planet. Menu
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Title: The Planeis YVenus Page 4 of 8

Content Description

ackground Image: Blue
Description of ackground

Yenus

ackground Music: none

Picture of Venus (text) teractive Butions: captioned
utton

icture of Venus from MASA
hives

ext on Venus from [MASA
ference information

Click to return
(return to menu page)

Comments: Verus page

Storyboard samples

tw commercial b&w storybeard (1 of & units) m

6" x 37
marker & graphite educational CD project
BEMW (Feary Media Advertising) 10" = B"
San Diego, CA watermarker B prismacols

Glancoa (McGraw-Hill Publishing)
Carlsbad, CA

4w 3
marker & prismacolon v eammercial bi&w storyboard
Winston Tires [ Dayton Associates) M- w18
La Jolla, TA rvarker & tn!:: .
Stratosphara Towar, LV (DiZinno-Thompson)
San Diega, CA
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StoryBoard Artist Demo and Screenshots

StoryBoard Artist is the professional previsualization application designed for graphically
savvy creatives to visualize and communicate shot ideas... speeds up the planning and
communication process.

Like StoryBoard Quick, StoryBoard Artist imports scripts from popular screenwriting programs
(FCF format) as well as TXT files from Microsoft Word. StoryBoard Artist is available for
Windows and Macintosh.

The Main Frame window is the working area
where shots are composed. Graphics can
be placed into the frame on their own layer.
Images can be imported, drawn or chosen
from StoryBoard Artist's pre-drawn libraries.
Once one frame is composed, MAKE NEW
FRAME command saves your work, places
a thumbnail representation of the frame into
the timeline, makes the frame available for view in other windows.

StoryBoard Artist supports 256 levels of transparency (8 bit masking) and a full set of draw
tools, including grouping, ungrouping and cropping tools.

Libraries

Start with built in pre-drawn images or import your own. Then
add text to captions as you continue to work.

Adding a Character from the Library. Click on one of
the Character Library icons in the Library Toolbar and a
Character Grid

opens. The T
character you ——

appear in the
frame (in the

action and
rotation).

The pre-drawn characters in the libraries are
provided in different actions and various
rotations (and in high, eye and low
angles)...each ready for immediate use.
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Add and save images into your own library for quick and easy access current and future

projects. Drag a folder full of images into grid and StoryBoard Artist fills the grid with those

images. The Library grid helps you manage the size of the project by referencing the library
image rather than storing it multiple times when using image in multiple frames.

Add Captions to describe your shot:

Imporl FCF...
U T To Cartion: w Unbted? sba: Framed - Caplion A
miis woh O e
. g“:"’" fargr ”:: EXT Parking Lat- MIGHT
haglees A Ho WS e 3% S appnackesm
Tl dchion ik 00 o [Eee paiking (ol
[ Chuarantar [ = T
[ Pamathalial P - S
[ Do ol BT M
" Tiaruion Fon R Hoe
[ Scerm Cmmctes =0 T B O Hops
[k Sczne Bresh,. © A TUB) ) Hone
ASkating Caphon =
—
[ !
Timeline

ﬂ |'-.mr.u'r Pk o W PG

Zreanp. Tz i el
I | | 2 VD e D i s |

* Two tracks for placing sound elements K

+ Adjustable frame durations Cut
Skt Ct
* Dissolve transitions (bbwn frames) W Digsnlve
in varable duration Long Digsnivs
= Transition indicators Longe: Dlizsolve

Editing

] =———Thebi uStun-r Thumbnails =———

?’_f",.alif_;m

1 2: == 4z

® *

Each frame has two text caption
windows.

You can import TXT files from word
processors or FCF text files from
popular scriptwriting programs. The
Import choices direct script elements
into caption windows making it even
easier to organize your project.

As frames are saved, they are placed
into the Timeline. The Timeline window
is separate from the Frame window and
represents the project in a linear
manner. The duration of the frame can
be modified by moving the separation
bar between timeline thumbnails. Sound
files can be placed into the timelines
(\WAYV files for Windows and AIFF and
.snd files for Macintosh)

Changing the order of the shots after
you've created them: It's quick and easy
to move scenes when rewriting or
rethinking the project.

Frames are saved and numbered
automatically as you create new frames

——-II|—|-..~I!

LR AT
TH2D b

Sabanci University - FASS - Introduction to Multimedia / Instructor: Murat Germen

in your sequence. The order of the
frames can be changed using the
Shuffle function in Overview.
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Presenting your boards

When you've completed your boarding,
Erent there are many ways to show and/or
| SoholodOeots] | ——— present your project:
; ;f; f 1. Print in traditional storyboard formats or
: Export. 10 formats that you create: In the Print Preview
proma | | 3 seiected objectisy | O Cinboard -
| [mepriesemr || | & current & file window, choose the style of storyboard that
ottt | et o o eres best suits your needs; or
IR Deanerts | p— & powertiayer 2. Export the Run Show to the stand alone
| [ovecrorna PowerPlayer and distribute your boards.
S L o (e ] | (Run Show exports links also!); or

4. Export the project to HTML for viewing on

an intranet site or for posting on the internet; or
5. Export to Movies: QuickTime or (AVI on Windows only); or
6. Export your captions to TXT files to update script revisions implemented while boarding.

Print Layouts Unlimited
e D esign your own storyboard layout or use

o= e | ' popular preset layouts included as well. Just
—',,,Tm —'“:H, | - | | | o | click and drag to resize and move the print
Eitner L - . . elements around the page.
i::::: I™ Zoarn Lapiee B | Crsiand Capices
mL A StoryBoard Artist also features:
fane _— 7 — 1
o - [ = | = | ’ rrrrr | Supports alpha chanqels, .Photoshop filters,
e _Is.-. full draw tools, open libraries structure for
s | | coena | [ comns saving and accessing your own digital
|r”‘"' s | | comt | | coms imagery; Runtime show with sound,
customizable print layout. Two captions per
™ Foots . . .
| - frame, exports projects to HTML with image
maps for posting on web or intranet sites.
REFERENCES

http://www.internetworld.com/print/1997/07/14/undercon/19970714-design.html
http://www.webreference.com/dlab/9705/dec.html

http://hakatai.mcli.dist. maricopa.edu/authoring/studio/quidebook/images/storyboard3.qif
http://www.clc.cc.il.us/home/com589/com111/objectives.html
http://www.multimedia.edu/intranet/mmprogram/multimedia/intromult/read.htm
http://www?2.hawaii.edu/~ogden/com337/resources.html
http://staff9.cis.uoquelph.ca/planets.htm
http://www.bbc.co.uk/education/cdb/teachers/
http://hometown.aol.com/GregHigh6/Page5.html
http://www.multimedia.bcit.bc.ca/mmSDLC/html/design.html
http://204.132.179.22/classstory.html
http://www.powerproduction.com/artistdemo.html
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